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An exemplary embodiment provides a non-transitory storage
medium. The non-transitory storage medium causes the com-
puter of an information processing apparatus capable of com-
municating with another information processing apparatus to
function as a data reception unit configured to receive appli-
cation data which can be made use of by an application
program from another information processing apparatus, a
data determination unit configured to determine whether the
received application data is data made use of by a first appli-
cation program executed by the information processing appa-
ratus, and a data conversion unit configured to convert the
received application data to application data made use of by
the first application program executed by the information
processing apparatus when the data determination unit deter-
mines that the received application data is not data made use
of by the first application program executed by the informa-
tion processing apparatus.
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1
NON-TRANSITORY STORAGE MEDIUM
ENCODED WITH COMPUTER READABLE
INFORMATION PROCESSING PROGRAM
CAPABLE OF FURTHER ENHANCING ZEST
OF DATA COMMUNICATION,
INFORMATION PROCESSING APPARATUS,
METHOD OF CONTROLLING
INFORMATION PROCESSING APPARATUS,
AND INFORMATION PROCESSING SYSTEM

This nonprovisional application is based on Japanese
Patent Applications Nos. 2012-129926 and 2012-129929
filed with the Japan Patent Office on Jun. 7, 2012, the entire
contents of which are hereby incorporated by reference.

FIELD

The technology herein relates to a non-transitory storage
medium encoded with a computer readable information pro-
cessing program, an information processing apparatus, a
method of controlling an information processing apparatus,
and an information processing system.

BACKGROUND AND SUMMARY

A system automatically carrying out communication when
information processing apparatuses are proximate to each
other has conventionally been present. There is such a system
that communicating game devices check an exchange condi-
tion with each other, and when match in exchange condition
is achieved, game data designated for exchange is exchanged
between the game devices.

On the other hand, data is exchanged between game
devices having data which can be made use of by the same
application program (also simply referred to as an applica-
tion). Therefore, when a game device with which communi-
cation is established does not have data which can be made
use of by the same application, data is not exchanged.

The present application was made to solve the problem as
described above, and provides a non-transitory storage
medium encoded with a computer readable information pro-
cessing program capable of further enhancing zest of data
communication, an information processing apparatus, a
method of controlling an information processing apparatus,
and an information processing system.

An exemplary embodiment provides a non-transitory stor-
age medium encoded with a computer readable information
processing program and executable by a computer of an infor-
mation processing apparatus. The computer of the informa-
tion processing apparatus capable of communicating with
another information processing apparatus is caused to func-
tion as a data reception unit configured to receive application
data which can be made use of by an application program
from another information processing apparatus, a data deter-
mination unit configured to determine whether or not the
received application data is data made use of by a first appli-
cation program executed by the information processing appa-
ratus, and a data conversion unit configured to convert the
received application data to application data made use of by
the first application program executed by the information
processing apparatus when the data determination unit deter-
mines that the received application data is not data made use
of by the first application program executed by the informa-
tion processing apparatus.

In the exemplary embodiment, the computer may be
caused to function as a data transmission unit configured to
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2

transmit application data which can be made use of by the
application program to another information processing appa-
ratus.

In the exemplary embodiment, the information processing
apparatus can selectively execute a plurality of application
programs, and each of the plurality of application programs
may cause the computer to function as a data storage control
unit configured to cause a memory to store application data
corresponding to the application program.

In the exemplary embodiment, the data conversion unit
may convert the received application data to application data
made use of by the first application program executed by the
information processing apparatus when the data determina-
tion unit determines that the received application data is not
data made use of by the first application program executed by
the information processing apparatus but data made use of by
a second application program different from the first applica-
tion program.

In the exemplary embodiment, the second application pro-
gram may be pre-installed in the information processing
apparatus.

In the exemplary embodiment, the computer may be
caused to function as an application processing unit config-
ured to execute the first application program by using the
received application data when the application data received
by the data reception unit is data made use of by the first
application program executed by the information processing
apparatus and executing the first application program by
using the converted application data when it is not data made
use of by the first application program executed by the infor-
mation processing apparatus.

In the exemplary embodiment, the received application
data may be data on a character.

In the exemplary embodiment, the data on a character may
be data on characteristics of the character.

In the exemplary embodiment, the information processing
apparatus includes a wireless communication module, and
the data reception unit may communicate by radio with
another information processing apparatus by using the wire-
less communication module.

In the exemplary embodiment, the data reception unit may
communicate by radio with another information processing
apparatus by using the wireless communication module,
regardless of whether or not the application program is
executed.

In the exemplary embodiment, the data reception unit may
communicate by radio with another information processing
apparatus present within a certain distance by using the wire-
less communication module, regardless of whether or not the
application program is executed.

An exemplary embodiment provides an information pro-
cessing apparatus.

The information processing apparatus is an information
processing apparatus capable of communicating with another
information processing apparatus, and includes a data recep-
tion unit configured to receive application data which can be
made use of by an application program from another infor-
mation processing apparatus, a data determination unit con-
figured to determine whether or not the received application
data is data made use of by a prescribed application program
executed by the information processing apparatus, and a data
conversion unit configured to convert the received application
data to application data made use of by a first application
program executed by the information processing apparatus
when the data determination unit determines that the received
application data is not data made use of by the first application
program executed by the information processing apparatus.
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An exemplary embodiment provides a method of control-
ling an information processing apparatus. The method of
controlling an information processing apparatus is a method
of'controlling an information processing apparatus capable of
communicating with another information processing appara-
tus, and includes receiving application data which can be
made use of by an application program from another infor-
mation processing apparatus, determining whether or not the
received application data is data made use of by a prescribed
application program executed by the information processing
apparatus, and converting the received application data to
application data made use of by the prescribed application
program executed by the information processing apparatus
when it is determined that the received application data is not
data made use of by the prescribed application program
executed by the information processing apparatus.

An exemplary embodiment provides an information pro-
cessing system. The information processing system includes
an information processing apparatus and another information
processing apparatus capable of communicating with the
information processing apparatus, and the information pro-
cessing apparatus includes a data reception unit configured to
receive application data which can be made use of by an
application program from another information processing
apparatus, a data determination unit configured to determine
whether or not the received application data is data made use
of'by a prescribed application program executed by the infor-
mation processing apparatus, and a data conversion unit con-
figured to convert the received application data to application
data made use of by a first application program executed by
the information processing apparatus when the data determi-
nation unit determines that the received application data is not
data made use of by the first application program executed by
the information processing apparatus.

An exemplary embodiment provides a non-transitory stor-
age medium encoded with a computer readable information
processing program and executable by a computer of an infor-
mation processing apparatus. Functions as a data reception
unit configured to receive data from another information pro-
cessing apparatus, a data determination unit configured to
determine whether or not the data received by the data recep-
tion unit is data made use of by a prescribed application
program executed by the information processing apparatus,
and a data generation unit configured to generate application
data made use of by the prescribed application program
executed by the information processing apparatus by making
use of device information included in the received data, of
another information processing apparatus which has trans-
mitted the data, when the data determination unit determines
that the data received by the data reception unit is not data
made use of by the prescribed application program executed
by the information processing apparatus are achieved.

In the exemplary embodiment, the computer may be
caused to function as a data transmission unit configured to
transmit application data which can be made use of by the
application program to another information processing appa-
ratus.

In the exemplary embodiment, the device information of
another information processing apparatus may be user infor-
mation set and registered for another information processing
apparatus in response to a user’s instruction making use of
another information processing apparatus.

Inthe exemplary embodiment, the user information may be
information including at least one of a name, sex, and birth-
day of a user who makes use of another information process-
ing apparatus.
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In the exemplary embodiment, the information processing
apparatus includes a wireless communication module, and
the data reception unit may communicate by radio with
another information processing apparatus by using the wire-
less communication module.

In the exemplary embodiment, the data reception unit may
communicate by radio with another information processing
apparatus by using the wireless communication module,
regardless of whether or not the application program is
executed.

In the exemplary embodiment, the data reception unit may
communicate by radio with another information processing
apparatus present within a certain distance by using the wire-
less communication module, regardless of whether or not the
application program is executed.

An exemplary embodiment provides an information pro-
cessing apparatus. The information processing apparatus is
an information processing apparatus capable of communicat-
ing with another information processing apparatus, and
includes a data reception unit configured to receive data from
another information processing apparatus, a data determina-
tion unit configured to determine whether or not the data
received by the data reception unit is data made use of by a
prescribed application program executed by the information
processing apparatus, and a data generation unit configured to
generate application data made use of by the prescribed appli-
cation program executed by the information processing appa-
ratus by making use of device information included in the
received data, of another information processing apparatus
which has transmitted the data, when the data determination
unit determines that the data received by the data reception
unit is not data made use of by the prescribed application
program executed by the information processing apparatus.

An exemplary embodiment provides a method of control-
ling an information processing apparatus. The method of
controlling an information processing apparatus includes
receiving data from another information processing appara-
tus, determining whether or not the received data is data made
use of by a prescribed application program executed by the
information processing apparatus, and generating application
data made use of by the prescribed application program
executed by the information processing apparatus by making
use of device information included in the received data, of
another information processing apparatus which has trans-
mitted the data, when it is determined that the received data is
not data made use of by the prescribed application program
executed by the information processing apparatus.

An exemplary embodiment provides an information pro-
cessing system. The information processing system includes
an information processing apparatus and another information
processing apparatus capable of communicating with the
information processing apparatus, and the information pro-
cessing apparatus includes a data reception unit configured to
receive data from another information processing apparatus,
a data determination unit configured to determine whether or
not the data received by the data reception unit is data made
use of by a prescribed application program executed by the
information processing apparatus, and a data generation unit
configured to generate application data made use of by the
prescribed application program executed by the information
processing apparatus by making use of device information
included in the received data, of another information process-
ing apparatus which has transmitted the data, when the data
determination unit determines that the data received by the
data reception unit is not data made use of by the prescribed
application program executed by the information processing
apparatus.
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According to the exemplary embodiment, zest of data com-
munication can be enhanced.

The foregoing and other objects, features, aspects and
advantages of the present invention will become more appar-
ent from the following detailed description of the present
invention when taken in conjunction with the accompanying
drawings.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 shows an exemplary illustrative non-limiting dia-
gram for illustrating coverage of an information processing
apparatus according to an exemplary embodiment.

FIG. 2 shows an exemplary illustrative non-limiting sche-
matic block diagram of a configuration of a portable game
device 1 according to the exemplary embodiment.

FIG. 3 shows an exemplary illustrative non-limiting dia-
gram for illustrating a case where near field communication
for exchange is carried out according to a first exemplary
embodiment.

FIG. 4 shows an exemplary illustrative non-limiting dia-
gram for illustrating a case where other near field communi-
cation for exchange is carried out according to the first exem-
plary embodiment.

FIG. 5 shows an exemplary illustrative non-limiting dia-
gram for illustrating one example of a program and informa-
tion stored in an internal storage device 14 of portable game
device 1 according to the first exemplary embodiment.

FIG. 6 shows an exemplary illustrative non-limiting dia-
gram for illustrating exchange data stored in internal storage
device 14 of portable game device 1 according to the first
exemplary embodiment.

FIG. 7 shows an exemplary illustrative non-limiting flow-
chart for illustrating processing for near field communication
for exchange according to the first exemplary embodiment.

FIG. 8 shows an exemplary illustrative non-limiting flow-
chart for illustrating a flow of game processing in portable
game device 1 according to the first exemplary embodiment.

FIG. 9 shows an exemplary illustrative non-limiting flow-
chart for illustrating processing for converting exchange data
according to the first exemplary embodiment.

FIG. 10 shows an exemplary illustrative non-limiting dia-
gram for illustrating a specific example of processing for
converting exchange data according to the first exemplary
embodiment.

FIG. 11 shows an exemplary illustrative non-limiting dia-
gram for illustrating a concept of transmission and reception
and subsequent processing of exchange data according to the
first exemplary embodiment.

FIG. 12 shows an exemplary illustrative non-limiting dia-
gram for illustrating a concept of transmission and reception
and other subsequent processing of exchange data according
to the first exemplary embodiment.

FIG. 13 shows an exemplary illustrative non-limiting dia-
gram for illustrating a case where near field communication
for exchange is carried out according to a second exemplary
embodiment.

FIG. 14 shows an exemplary illustrative non-limiting dia-
gram for illustrating a case where other near field communi-
cation for exchange is carried out according to the second
exemplary embodiment.

FIG. 15 shows an exemplary illustrative non-limiting dia-
gram for illustrating one example of a program and informa-
tion stored in internal storage device 14 of portable game
device 1 according to the second exemplary embodiment.
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FIG. 16 shows an exemplary illustrative non-limiting dia-
gram for illustrating exchange data stored in internal storage
device 14 of portable game device 1 according to the second
exemplary embodiment.

FIG. 17 shows an exemplary illustrative non-limiting flow-
chart for illustrating a flow of game processing in portable
game device 1 according to the second exemplary embodi-
ment.

FIG. 18 shows an exemplary illustrative non-limiting flow-
chart for illustrating processing for converting exchange data
according to the second exemplary embodiment.

FIG. 19 shows an exemplary illustrative non-limiting dia-
gram for illustrating a specific example of processing for
converting exchange data according to the second exemplary
embodiment.

FIG. 20 shows an exemplary illustrative non-limiting dia-
gram for illustrating a concept of transmission and reception
and subsequent processing of exchange data according to the
second exemplary embodiment.

DETAILED DESCRIPTION OF NON-LIMITING
EXAMPLE EMBODIMENTS

This embodiment will be described in detail with reference
to the drawings. The same or corresponding elements in the
drawings have the same reference characters allotted and
description thereof will not be repeated.

<Overall Configuration>

FIG. 1is a diagram for illustrating coverage of an informa-
tion processing apparatus according to the present embodi-
ment.

Referring to FIG. 1, a case where portable game devices
(hereinafter also simply referred to as game devices) 1, 2 are
provided by way of example of a plurality of portable infor-
mation processing apparatuses is shown. In addition, a con-
figuration can also be such that a plurality of portable game
devices are provided.

Portable game devices 1, 2 can transmit and receive data by
carrying out wireless communication, and a case where por-
table game device 1 (hereinafter also simply referred to as
own device) and portable game device 2 communicate with
each other will be described in the present example.

Moreover, FIG. 1 shows with a dotted line, coverage 3
indicating a certain distance within which portable game
device 1 (own device) can communicate when it carries out
wireless communication. Namely, the example in FIG. 1
shows that portable game device 1 (own device) is in such a
state as being able to communicate with portable game device
2 in coverage 3 and shows that portable game device 1 is
communicating by radio with portable game device 2.

<Configuration of Portable Game Device>

FIG. 2 is a schematic block diagram of a configuration of
portable game device 1 according to the present embodiment.
Since the configuration is also the same in other portable
game devices, detailed description thereof will not be pro-
vided.

Referring to FIG. 2, portable game device 1 includes an
input device 11, a display device 12, a processor 13, an
internal storage device 14, a main memory 15, and a wireless
communication device (wireless communication module) 16.

Input device 11 is operated by a user of portable game
device 1 and outputs a signal in response to the user’s opera-
tion to processor 13. Input device 11 is implemented, for
example, by a cross-shaped switch, a push button, or a touch
pad.
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Display device 12 displays an image generated by portable
game device 1 on a screen. A liquid crystal display (LCD) can
be employed as display device 12 by way of example.

Processor 13 is operation processing unit configured to
execute a computer program.

Internal storage device 14 stores a computer program
executed by processor 13. In addition, internal storage device
14 also stores data to be exchanged through near field com-
munication for exchange which will be described later. A
NAND-type flash memory can be employed as internal stor-
age device 14 by way of example. It is noted that a computer
program executed by processor 13 may be recorded in
advance or may be obtained from another device through
communication with another device.

Main memory 15 temporarily stores a computer program
orinformation. A PSRAM (Pseudo-SRAM) can be employed
as main memory 15 by way of example.

Wireless communication device 16 transmits and receives
a signal to and from another portable game device through
wireless communication.

<Outlines of Near Field Communication for Exchange>

Data communication between portable game devices
according to the present embodiment will be described here-
inafter.

In the present embodiment, portable game device 1 uses
near field communication for exchange to be able to exchange
data for application that can be made use of in a prescribed
application program (hereinafter a prescribed game by way of
example). Here, near field communication for exchange
refers to such communication as repeatedly searching for
another game device present at a short distance, such as
another unspecified portable game device present within cov-
erage of near field wireless communication, automatically
transmitting prescribed data stored in internal storage device
14 (hereinafter exchange data) to another portable game
device found as a result of search, and automatically receiving
from another portable game device exchange data stored in
internal storage device 14 of another portable game device.
Near field communication for exchange is carried out, for
example, when users carrying portable game devices pass
each other. In addition, the exchange data is created based on
a user’s operation or the like and stored in advance in a
prescribed area of internal storage device 14.

Examples of prescribed games include by way of example,
various games such as a role playing game aiming to achieve
an object by operating a character in the game on portable
game device 1, a simulation game, and the like.

Examples of exchange data can include by way of example,
data on a character which can appear in the game.

<First Embodiment>

FIG. 3 is a diagram for illustrating a case where near field
communication for exchange according to the present first
embodiment is carried out.

Referring to FIG. 3, in the present example, a case where a
user goes out with his/her portable game device is assumed by
way of example.

Here, it is assumed that a portable game device P is made
use of as a device possessed by a user A. In addition, it is
assumed that a portable game device Q is made use of as a
device possessed by a user B.

Then, a game X which is a prescribed application program
is executed by user A in portable game device P, and conse-
quently exchange data for game X (user A) is stored in inter-
nal storage device 14.

In addition, as a result of execution of game X by user B in
portable game device Q, exchange data for game X (user B) is
stored in internal storage device 14.
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Then, as a result of near field communication for exchange
atthe time when portable game devices P and Q carried by the
users pass each other, communication for transmitting and
receiving their exchange data is carried out.

In the present example, communication for transmitting
and receiving exchange data of user A included in the
exchange data for game X and exchange data of user B
included in the exchange data for game X between portable
game devices P and Q is shown.

Thus, portable game device P will hold exchange data (user
B) obtained from portable game device Q in addition to the
exchange data (user A) for game X.

On the other hand, portable game device Q will hold the
exchange data (user A) for game X in addition to the exchange
data (user B) for game X.

Then, when user A executes game X in portable game
device P, event processing based on exchanged data of
another user (user B) is performed in game device X.

Specifically, by way of example, in portable game device P,
as a result of near field communication for exchange at the
time of passing, event processing based on the exchange data
(user B) for game X obtained from portable game device Q is
performed.

Therefore, event processing based on data of another user
obtained through near field communication for exchange at
the time of passing can be performed.

By way of example of this event processing, for example,
such processing that a character included in the exchange data
is caused to appear and talk to for obtaining information or an
item in the game, or the like is exemplified.

FIG. 4 is a diagram for illustrating a case where other near
field communication for exchange according to the present
first embodiment is carried out.

Referring to FIG. 4, it is assumed that portable game device
P is made use of as a device possessed by user A. In addition,
it is assumed that portable game device Q is made use ofas a
device possessed by user B.

Then, game X which is an application program is executed
by user A in portable game device P, and consequently the
exchange data (user A) for game X is stored in internal storage
device 14.

On the other hand, as a result of execution of a game Y
which is another application program different from game X
by user A in portable game device P, exchange data (user A)
for game Y is stored in internal storage device 14.

Meanwhile, as a result of execution of game Y different
from game X by user B in portable game device Q, exchange
data (user B) for game Y is stored in internal storage device
14. Here, it is assumed that portable game device Q does not
store exchange data for game X.

Then, when portable game devices P and Q carried by
respective users pass each other, near field communication for
exchange for exchange data on game Y occurs. Game X,
however, is not stored in portable game device Q, and there-
fore transmission and reception of exchange data is not car-
ried out. Namely, near field communication for exchange
occurs for the same game.

Inthe present example, in the processing as well, when user
A executes game X in portable game device P, event process-
ing based on exchange data converted in game X is performed
by converting exchange data on game Y to exchange data on
game X.

Specifically, by way of example, in portable game device P,
as a result of near field communication for exchange at the
time of passing, exchange data for game Y obtained from
portable game device Q is replicated (copied). Then, repli-
cated exchange data for game'Y is converted to exchange data
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for game X which can be processed by game X. Then, event
processing based on the converted exchange data for game X
is performed.

Therefore, even in the case not obtaining data on the same
game through near field communication for exchange at the
time of passing, event processing based on the converted data
can be performed by using the data on another game different
in type of game which is obtained through near field commu-
nication for exchange to convert the data to exchange data
which canbe processed by the game. Namely, even in the case
not obtaining data on the same game through near field com-
munication for exchange, event processing based on obtained
data of another game different in type can be performed.
Therefore, opportunities for event processing increase and
zest of data communication can be enhanced.

FIG. 5 is a diagram for illustrating one example of a pro-
gram and information stored in internal storage device 14 of
portable game device 1 according to the present first embodi-
ment.

Referring to FIG. 5, near field communication data for
exchange 201 includes a near field communication program
for exchange 202 and exchange data 203.

Near field communication data for exchange 201 is loaded
from internal storage device 14 to main memory 15 as nec-
essary.

Near field communication program for exchange 202 is a
program for carrying out near field communication for
exchange.

Exchange data 203 is configured with an associated appli-
cation 1D 204 which is data representing a prescribed appli-
cation program (game) associated with the data, transmission
data 205 which is exchange data or the like to be transmitted
through near field communication for exchange, and recep-
tion data 206 which is exchange data or the like received from
another portable game device 1 through near field communi-
cation for exchange.

Exchange data 203 is set during exchange data setting
processing which will be described later.

In addition, game data 208 is a game program for perform-
ing game processing and loaded from internal storage device
14 to main memory 15 as necessary.

The present example includes a game program 209 for
performing certain game processing and an internally-stored
game program 211 for performing other game processing
different from the game processing. These game programs
can selectively be executed.

It is assumed, for example, that internally-stored game
program 211 has been stored (pre-installed) in portable game
device 1 in advance since shipment or the like by way of
example. The game program may be read from an external
storage device and stored in internal storage device 14, or may
be received from another portable game device or a server
device and stored in internal storage device 14. It is noted that
additional game programs may be stored in game data 208.

In the present example, for example, description will be
given assuming that game program 209 corresponds to game
X and internally-stored game program 211 corresponds to
game Y.

FIG. 6 is a diagram for illustrating exchange data stored in
internal storage device 14 in portable game device 1 accord-
ing to the present first embodiment.

Referring to FIG. 6(A), here, one example of exchange
data for game X stored in internal storage device 14 when
game program 209 is executed is shown.

Specifically, a case where data on a character is stored as
exchange data for game X is shown. By way of example, in
the present example, it is assumed that data on “sex”, “face
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part”, and “facial expression” representing characteristics of
the character is stored, and “sex™, “face part”, and “facial
expression” are stored as “male”, “face part CC,” and “facial
expression pattern GG,” respectively.

For example, when the exchange data is transmitted from
portable game device P as transmission data to portable game
device Q, event processing based on the exchange data is
performed in game X executed by portable game device Q.
For example, in game X, a character based on data represent-
ing characteristics of a character included in the exchange
data is displayed.

Referring to FIG. 6(B), here, one example of exchange data
for game Y stored in internal storage device 14 when inter-
nally-stored game program 211 is executed is shown.

Specifically, a case where data on a character is stored as
exchange data for gameY is shown. By way of example, in the
present example, it is assumed that data on “sex”, “birthday”,
and “personality” representing characteristics of a character
is stored and “sex”, “birthday”, and “personality” are stored
as “male”, “mm dd”, and “mild”, respectively.

For example, when the exchange data is transmitted from
portable game device P as transmission data to portable game
device Q, event processing based on the exchange data is
performed in game Y executed by portable game device Q.
For example, in gameY, a character based on data represent-
ing characteristics of a character included in the exchange
data is displayed.

FIG. 7 is a flowchart for illustrating processing for near
field communication for exchange according to the present
first embodiment.

Referring to FIG. 7, processing for near field communica-
tion for exchange is performed as processor 13, wireless
communication device 16, and the like of portable game
device 1 cooperate with one another in accordance with near
field communication program for exchange 202. This pro-
cessing is processing performed as background processing,
for example, when portable game device 1 is in what is called
a sleep state (which may also be referred to as a stand-by state
or the like). Namely, the processing is independent of game
processing in accordance with a game program, and process-
ing for near field communication for exchange is processing
for wireless communicating with another portable game
device with the use of wireless communication device 16,
regardless of whether a game program is executed or not.

For example, during sleep, basically, wireless communica-
tion device 16 mainly operates, sleep of processor 13 is tem-
porarily canceled as necessary, and such control that proces-
sor 13 temporarily becomes an executing entity is carried out
(for example, processing for searching for another portable
game device is performed in wireless communication device
16 and transmission and reception of data is carried out in
processor 13, etc.). In addition, for example, a second pro-
cessor operable with low power consumption may be pro-
vided separately from processor 13, and the second processor
may serve as an executing entity during sleep. In addition, the
present processing may be performed as appropriate in
response to a user’s instruction operation or the like unless a
sleep state is set.

Initially, processing for searching for another portable
game device is performed (step S1). This is done, for
example, as portable game device 1 repeats processing for
transmitting a beacon indicating a connection request and
processing for receiving this beacon.

Then, as a result of search above, whether or not another
portable game device is present within coverage is deter-
mined (step S2). For example, determination as YES is made
when a signal responding to the transmitted beacon is
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received from another portable game device within a pre-
scribed period of time or when a beacon is received from
another portable game device.

When itis determined in step S2 that another portable game
device is not present within coverage (NO in step S2), the
process returns to step S1 and the processing is repeated.

On the other hand, when it is determined in step S2 that
another portable game device is present within coverage
(YES in step S2), the processing for establishing a commu-
nication path for carrying out near field communication for
exchange is performed (step S3).

Then, when the communication path is established, trans-
mission and reception of associated application ID 204 is
carried out and whether or not each has the same associated
application ID 204 is determined (step S4). Namely, whether
ornot exchange data 203 of the same game is prepared in both
is determined.

When it is determined in step S4 that both have the same
associated application ID 204 (YES in step S4), processing
for transmitting transmission data 205 and processing for
receiving data sent from another portable game device as
reception data 206 and storing that data are performed (step
S5).

Then, processing for disconnecting near field communica-
tion for exchange is performed (step S7). Thereafter, the
process returns to step S1 and the processing is repeated, for
example, until the sleep state is canceled.

On the other hand, when it is determined that both do not
have the same associated application ID 204 (NO in step S4),
the processing in step S5 is skipped and the process proceeds
to step S7, where processing for disconnecting near field
communication for exchange is performed (step S7). There-
after, the process returns to step S1 and the processing is
repeated, for example, until the sleep state is canceled. There-
fore, in the case where the game is not the same, transmission
and reception using the exchange data is not carried out.

FIG. 8 is a flowchart for illustrating a flow of game pro-
cessing in portable game device 1 according to the present
first embodiment.

Referring to FIG. 8, the game processing is performed by
processor 13 of portable game device 1.

When execution of game program 209 (game X) is started
in response to a user’s instruction, reception data 206 of
exchange data 203 is referred to, and whether or not exchange
data obtained through near field communication for exchange
is present in exchange data 203 is determined (step S10).

Then, when it is determined in step S10 that obtained
exchange data is present in reception data 206 of exchange
data 203 (YES in step S10), whether or not exchange data
corresponding to an associated application ID the same as the
associated application ID corresponding to game program
209 being executed is present is determined (step S12). In the
present example, whether or not exchange data for game X is
present is determined.

When it is determined in step S12 that the exchange data
corresponding to the associated application ID the same as
the associated application ID corresponding to game program
209 being executed is present (YES in step S12), the
exchange data obtained through near field communication for
exchange is obtained (step S14).

Then, event processing based on the obtained exchange
data is performed (step S16). For example, it is assumed that
such processing that a character is caused to appear and talk to
based on data representing characteristics of the character
included in the exchange data is performed to thereby be able
to obtain information or an item. It is noted that, when the
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event processing is performed, the exchange data obtained
from reception data 206 of exchange data 203 may be erased.

Then, other types of game processing are performed (step
S18). For example, processing for operating a character to
proceed with a game is performed.

Then, whether or not an exchange event has occurred is
determined (step S20). For example, when a prescribed con-
dition is satisfied, it can be determined that an exchange event
has occurred. With regard to a prescribed condition, for
example, when a user has performed such an operation as
moving to a prescribed location in the game or placing or
entrusting an item, it can be determined that a prescribed
condition has been satisfied.

Then, when it is determined in step S20 that an exchange
event has occurred (YES in step S20), exchange data setting
processing is performed (step S22). Specifically, characteris-
tic data of a character is stored as transmission data 205 of the
exchange data in internal storage device 14.

Then, whether or not to end the game is determined (step
S24). For example, determination can be made based on
whether or not the user has indicated end.

When it is determined in step S24 to end the game (YES in
step S24), the process ends (end).

On the other hand, when it is determined in step S24 that
the game is not to end (NO in step S24), the process returns to
step S18 and other types of game processing are performed.
Then the processing above is repeated. On the other hand,
when it is determined in step S10 that the obtained exchange
data is not present in reception data 206 of exchange data 203
(NO in step S10), the process proceeds to step S18 without
obtaining exchange data.

When it is determined in step S12 that the exchange data
corresponding to the associated application ID the same as
the associated application ID corresponding to game program
209 being executed is not present (NO in step S12), whether
or not exchange data corresponding to another associated
application 1D different from the associated application ID
corresponding to game program 209 being executed is
present is determined (step S26).

When it is determined in step S26 that the exchange data
corresponding to another associated application ID different
from the associated application ID corresponding to game
program 209 being executed is present (YES in step S26),
then, whether or not exchange data ofa prescribed application
is present is determined (step S28). In the present example,
whether or not exchange data for gameY is present is deter-
mined.

Then, when it is determined that exchange data for a pre-
scribed application is present (YES in step S28), exchange
data for a prescribed application is replicated (copied) (step
S30). In the present example, exchange data for game Y is
replicated as a prescribed application.

Then, processing for converting the exchange data is per-
formed (step S32). The processing for converting the
exchange data will be described later.

Then, the process proceeds to step S14, where the con-
verted exchange data is obtained (step S14).

Subsequent processing is the same as described above.

When it is determined in step S26 that the exchange data
corresponding to another associated application ID different
from the associated application ID corresponding to game
program 209 being executed is not present (NO in step S26)
or when it is determined in step S28 that exchange data for a
prescribed application is not present (NO in step S28), the
process proceeds to step S18 without obtaining exchange
data.
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FIG. 9 is a flowchart for illustrating the processing for
converting the exchange data according to the present first
embodiment.

Referring to FIG. 9, initially, with regard to the exchange
data for a replicated prescribed application (game Y), in the
present example, characteristic data of a character included in
the exchange data is extracted (step S40).

Then, the extracted characteristic data of the character is
converted based on a conversion table (step S42).

Then, exchange data for a corresponding application
(game X) is generated in accordance with the converted data
(step S44).

Then, the process ends (return).

FIG. 10 is a diagram for illustrating a specific example of
the processing for converting the exchange data according to
the present first embodiment.

Referring to FIG. 10, here, a case where exchange data for
game Y which is a prescribed application is converted as
exchange data, to exchange data for game X is shown. In this
regard, when a prescribed application is an internally-stored
game program, another portable game device which is a com-
munication counterpart also has the same internally-stored
game program, and therefore the exchange data is highly
likely to be transmitted and received therebetween. There-
fore, opportunities for data transmission and reception
increase and zest of data communication can be enhanced.

In the present example, by way of example, data on a
character included in the exchange data for game Y is con-
verted to data on a character included in the exchange data for
game X.

Specifically, a table for converting “sex” representing a
characteristic of a character in game Y to “sex” representing
a characteristic of a character in game X, a table for convert-
ing “birthday” representing a characteristic of a character in
gameY to “face part” representing a characteristic of a char-
acter in game X, and a table for converting “personality”
representing a characteristic of a character in game Y to
“facial expression” representing a characteristic of a charac-
ter in game X are provided. The table for conversion is
included in the game program for game X.

By way of example, with the table for converting “sex”
representing a characteristic of a character in game Y, “sex
male”, “sex female” representing characteristics of charac-
ters in game Y are converted to “sex male”, “sex female”
representing characteristics of characters in game X, respec-
tively.

In addition, with the table for converting “birthday” repre-
senting a characteristic of a character in game Y, a total value
for numeric values brought in correspondence with day and
month of “mm dd” is classified and converted to one of a
plurality of “face parts”. In the present example, by way of
example, when the total value is “from 2 to 9,” conversion to
“face part EE” is made, when the total value is “from 10 to
19,” conversion to “face part DD” is made, when the total
value is “from 20 to 29,” conversion to “face part CC” is
made, when the total value is “from 30 to 39,” conversion to
“face part BB” is made, and when the total value is “from 40
to 43,” conversion to “face part AA” is made.

With the table for converting “personality” representing a
characteristic of a character in game Y, “cheerful”, “mild”,
and “gloomy” are converted to “facial expression pattern FF,”
“facial expression pattern GG,” and “facial expression pattern
HH,” respectively.

Through the processing, the exchange data for game Y can
be converted to the exchange data for game X. Namely,
exchange data for a certain application can be converted to
exchange data for another application different from the
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application. Then, event processing based on the converted
exchange data can be performed.

FIG. 11 is a diagram for illustrating a concept of transmis-
sion and reception and subsequent processing of the
exchange data according to the present first embodiment.

Referring to FIG. 11, in the present example, a case where
the exchange data on the associated application ID corre-
sponding to the same game program 209 is transmitted and
received is shown.

Here, the exchange data for game X is transmitted and
received, and for example, when portable game devices P and
Q pass each other, the exchange data for game X transmitted
from portable game device Q is received by portable game
device P. By way of example, a case where data on a character
of “person” is transmitted and received as the exchange data
is shown. Then, when game X is executed, event processing
based on the received exchange data for game X is performed.
For example, a character of “person” received as the exchange
data appears.

FIG. 12 is a diagram for illustrating a concept of transmis-
sion and reception and other subsequent processing of the
exchange data according to the present first embodiment.

Referring to FIG. 12, in the present example as well, a case
where the exchange data on the associated application 1D
corresponding to the same game program 209 is transmitted
and received is shown.

Here, the exchange data for game Y is transmitted and
received, and for example, when portable game devices P and
Q pass each other, the exchange data for game Y transmitted
from portable game device Q is received by portable game
device P. By way of example, a case where data on a character
of “monster” is transmitted and received as the exchange data
is shown. Then, when game Y is executed, event processing
based on the received exchange data for gameY is performed.
For example, a character of “monster” received as the
exchange data appears.

Furthermore, when game X is executed, the exchange data
for game Y is replicated (copied) and converted to the
exchange data for game X. For example, data representing a
characteristic of the character of “monster” is converted to
data representing a characteristic of the character of “person”.
Then, event processing based on the converted exchange data
for game X is performed. For example, a character of a
“person” appears in accordance with the converted exchange
data.

Therefore, as a result of near field communication for
exchange at the time of passing, even when the exchange data
for the same application program is not transmitted or
received but when the exchange data for another prescribed
application program different from the application program is
transmitted and received, the exchange data for another pre-
scribed application program different from the received
application program can be converted to the exchange data for
the same application program. Then, event processing using
the converted exchange data can be performed.

Namely, even though a portable game device and another
portable game device do not have data which can be made use
of by the same application program, an opportunity for data
communication (exchange) with another portable game
device is made use of for conversion to application data which
can be made use of by the portable game device itself. Thus,
zest of data communication can be enhanced.

Though a case where data on a character included in
exchange data for a certain application program is extracted
and converted to data on a character for exchange data for
another application program different from the application
program has been described in the present example, the data
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is not particularly limited to data on a character. Data on an
item or some kind of data included in the exchange data may
be used for conversion to exchange data for another applica-
tion program different from the application program. In addi-
tion, though a case where tables for converting sex, birthday,
personality, and the like to sex, face part, and facial expres-
sion pattern, respectively, are provided has been described by
way of example in the present example, the table is not par-
ticularly limited to those tables. A part of exchange data for a
prescribed application should only be made use of to thereby
provide as appropriate a table capable of conversion to
exchange data for an application to be converted. Further-
more, the number of prescribed applications is not limited to
one and a plurality of applications may be provided. In the
case of the plurality of applications, a table capable of con-
version to exchange data should only be provided for each
application.

Though a case where game Y is an internally-stored game
program has been described above for the description of a
case of conversion of exchange data for game Y to exchange
data for game X, limitation to such a case is not intended, and
any game program can be used so long as a game is different
from game X.

In addition, in the configuration above, a case where
exchanged exchange data for a certain application program is
replicated (copied) and the replicated (copied) exchange data
is converted to another application program different from the
application program has been described, however, exchange
data exchanged without being replicated may be converted to
another application program different from the application
program. It is noted that, in that case, the processing in step
S30 in FIG. 8 is not necessary.

<Second Embodiment>

FIG. 13 is a diagram for illustrating a case where near field
communication for exchange according to the present second
embodiment is carried out.

Referring to FIG. 13, in the present example, a case where
a user goes out with his/her portable game device is assumed
by way of example.

Here, it is assumed that portable game device P is made use
of as a device possessed by user A. In addition, it is assumed
that portable game device Q is made use of as a device
possessed by user B.

Then, game X which is a prescribed application program is
executed by user A in portable game device P, and conse-
quently exchange data for game X (user A) is stored in inter-
nal storage device 14.

In addition, as a result of execution of game X by user B in
portable game device Q, exchange data for game X (user B) is
stored in internal storage device 14.

Then, as a result of near field communication for exchange
atthe time when portable game devices P and Q carried by the
users pass each other, communication for transmitting and
receiving their exchange data is carried out.

In the present embodiment, communication for transmit-
ting and receiving exchange data for user A included in the
exchange data for game X and exchange data for user B
included in the exchange data for game X between portable
game devices P and Q is shown. In addition, communication
for transmitting and receiving also device information of
portable game device P and portable game device Q therebe-
tween during communication is shown. The device informa-
tion includes information set and registered in advance in
response to a user’s instruction in the portable game device,
although the description will be given later. In the present
embodiment, by way of example, device information (user A)
of portable game device P set and registered by user A is
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transmitted to portable game device Q together with
exchange data for user A. In addition, by way of example,
device information (user B) of portable game device Q setand
registered by user B is transmitted to portable game device P
together with exchange data for user B.

Thus, portable game device P will hold exchange data (user
B) obtained from portable game device Q and device infor-
mation (user B) of portable game device Q in addition to the
exchange data (user A) for game X.

On the other hand, portable game device Q will hold the
exchange data (user A) for game X and device information
(user A) of portable game device P in addition to the exchange
data (user B) for game X.

Then, when user A executes game X in portable game
device P, event processing based on exchanged data of
another user (user B) is performed in game device X.

Specifically, by way of example, in portable game device P,
as a result of near field communication for exchange at the
time of passing, event processing based on the exchange data
(user B) for game X obtained from portable game device Q is
performed.

Therefore, event processing based on data of another user
obtained through near field communication for exchange at
the time of passing can be performed.

By way of example of this event processing, for example,
such processing that a character included in the exchange data
is caused to appear and talk to for obtaining information or an
item, or the like is exemplified.

FIG. 14 is a diagram for illustrating a case where other near
field communication for exchange according to the present
second embodiment is carried out.

Referring to FIG. 14, it is assumed that portable game
device P is made use of as a device possessed by user A. In
addition, it is assumed that portable game device Q is made
use of as a device possessed by user B.

Then, game X which is an application program is executed
by user A in portable game device P, and consequently the
exchange data (user A) for game X is stored in internal storage
device 14.

In addition, as a result of execution of game Y which is
another application program different from the application
program of game X by user A in portable game device P,
exchange data (user A) for gameY is stored in internal storage
device 14.

Meanwhile, as a result of execution of game Y different
from game X by user B in portable game device Q, exchange
data (user B) for game Y is stored in internal storage device
14. Here, it is assumed that portable game device Q does not
store exchange data for game X.

Then, when game devices P and Q carried by respective
users pass each other, near field communication for exchange
for exchange data of gameY occurs. Game X, however, is not
stored in portable game device Q, and therefore transmission
and reception of exchange data is not carried out. Namely,
near field communication for exchange occurs for the same
game. During such communication as well, communication
for transmitting and receiving device information of portable
game device P and portable game device Q therebetween
takes place. In the present example, by way of example,
device information (user A) of portable game device P set and
registered by user A is transmitted to portable game device Q
together with the exchange data for user A. In addition, by
way of example, device information (user B) of portable
game device Q set and registered by user B is transmitted to
portable game device P together with the exchange data for
user B.
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Inthe present example, in the processing as well, whenuser
A executes game X in portable game device P, event process-
ing based on exchange data generated in game X is performed
by generating exchange data in game X based on the received
device information of portable game device Q.

Specifically, by way of example, in portable game device P,
as a result of near field communication for exchange at the
time of passing, device information obtained from portable
game device Q is obtained. Then, exchange data for game X
which can be processed by game X is generated based on the
obtained device information. Then, event processing based
on the generated exchange data for game X is performed.

Therefore, even in the case not obtaining data on the same
game through near field communication for exchange at the
time of passing, event processing based on the generated data
can be performed by using the data obtained through near
field communication for exchange to generate the exchange
data which can be processed by the game. Namely, evenin the
case not obtaining data on the same game through near field
communication for exchange, event processing based on
obtained data of another portable game device can be per-
formed. Therefore, opportunities for event processing
increase and zest of data communication can be enhanced.

FIG. 15 is a diagram for illustrating one example of a
program and information stored in internal storage device 14
in portable game device 1 according to the present second
embodiment.

Referring to FIG. 15, FIG. 15 is different from FIG. 5 in
that device data 210 is further provided. Other configurations
are basically similar to those in FIG. 5. It is noted that recep-
tion data 206 is assumed to include also device information of
another portable game device received from another portable
game device.

Device data 210 includes a user information setting and
registration program 214 and user registration data 212.

Device data 210 is loaded from internal storage device 14
to main memory 15 as necessary.

User information setting and registration program 214 is a
program for performing processing for registering user infor-
mation as user registration data. It is assumed that, by starting
up and executing the program, a prescribed interface screen
for accepting a user’s operation instruction is displayed on
display device 12. Then, as the user inputs information
through input device 11 in the prescribed interface screen, the
input information is set and registered as user registration data
212.

It is assumed, for example, that user information setting
and registration program 214 has been stored (pre-installed)
in portable game device 1 in advance since shipment or the
like by way of example. Alternatively, the user information
setting and registration program may be read from an external
storage device and stored in internal storage device 14, or may
be received from another portable game device or a server
device and stored in internal storage device 14.

In the present example, for example, it is assumed that
game program 209 corresponds to game X.

Though a case where only one game program 209 is pro-
vided in game data 208 is shown here, a configuration may be
such that an internally-stored game program is provided as
described with reference to FIG. 5.

FIG. 16 is a diagram for illustrating exchange data stored in
internal storage device 14 in portable game device 1 accord-
ing to the present second embodiment.

Referring to FIG. 16(A), here, one example of exchange
data for game X stored in internal storage device 14 when
game program 209 is executed is shown, which is the same as
described with reference to FIG. 6(A).
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As described above, for example, when the exchange data
is transmitted from portable game device P as transmission
data to portable game device Q, event processing based on the
exchange data is performed in game X executed by portable
game device Q. For example, in game X, a character based on
data representing characteristics of the character included in
the exchange data is displayed.

Referring to FIG. 16(B), here, one example of user regis-
tration data stored in internal storage device 14 when user
information setting and registration program 214 is executed
is shown.

Specifically, a case where data on user information input in
response to a user’s instruction is stored is shown. By way of
example, in the present embodiment, it is assumed that data
on “sex”, “birthday”, and “user name” is stored as user infor-
mation and “sex”, “birthday”, and “user name” are stored as
“male”, “mm dd”, and “abcd”, respectively.

For example, when the exchange data is transmitted from
portable game device P as transmission data to portable game
device Q, device information including the user registration
data registered in portable game device P is transmitted to
portable game device Q together with the exchange data. In
contrast, from portable game device Q as well, device infor-
mation including the user registration data registered in por-
table game device Q is transmitted to portable game device P
together with the exchange data.

Since processing for near field communication for
exchange according to the present second embodiment is the
same as that described with reference to FIG. 7, detailed
description thereof will not be repeated.

FIG. 17 is a flowchart for illustrating a flow of game pro-
cessing in portable game device 1 according to the present
second embodiment.

Referring to FIG. 17, as compared with the flow of game
processing described with reference to FIG. 8, itis different in
including steps S34, S36 instead of steps S26 to S32. Since
other steps are the same, detailed description thereof will not
be repeated.

In this regard, when it is determined in step S12 that the
exchange data corresponding to the associated application ID
the same as the associated application ID corresponding to
game program 209 being executed is not present (NO in step
S12), whether or not device information is present is deter-
mined (step S34). In the present example, whether or not
device information of another portable game device is present
in reception data 206 of exchange data 203 is determined.
Though a case of determination as to presence or absence of
device information is described here, in such a case that
device information is included without fail when obtained
data is determined to be present in reception data 206 of
exchange data 203 in step S10 (YES in step S10), step S34
may be skipped and the process may proceed to step S36.

Then, when it is determined that device information is
present (YES in step S34), processing for generating
exchange data is performed (step S36). The processing for
generating exchange data will be described later.

Then, the process proceeds to step S14, where generated
exchange data is obtained (step S14).

Subsequent processing is the same as described above.

When it is determined in step S34 that device information
is not present (NO in step S34), the process proceeds to step
S18 without obtaining exchange data.

FIG. 18 is a flowchart for illustrating the processing for
generating the exchange data according to the present second
embodiment.

Referring to FIG. 18, initially, device information is
obtained (step S50). Specifically, user registration data
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included in device information transmitted from another por-
table game device is obtained.

Then, data is set based on a conversion table in accordance
with the obtained user registration data (step S52).

Then, exchange data for a corresponding application
(game X) is generated in accordance with the set data (step
S54).

Then, the process ends (return).

FIG. 19 is a diagram for illustrating a specific example of
the processing for generating the exchange data according to
the present second embodiment.

Referring to FIG. 19, here, a case where exchange data for
game X is generated as exchange data based on the user
registration data included in device information is shown.

In the present embodiment, by way of example, data on a
character included in exchange data for game X is set in
accordance with the user registration data included in device
information.

Specifically, a table for converting “sex” in the user infor-
mation included in the user registration data to “sex” repre-
senting a characteristic of a character in game X, a table for
converting “birthday” in the user information to “face part”
representing a characteristic of a character in game X, and a
table for converting “user name” in the user information to
“facial expression” representing a characteristic of a charac-
ter in game X are provided. The table for conversion is
included in the game program for game X.

By way of example, with the table for converting “sex”,
“sex male”, “sex female” in the user information are set to
“sex male”, “sex female” representing characteristics of char-
acters in game X, respectively.

In addition, with the table for converting “birthday” in the
user information, a total value for numerics brought in corre-
spondence with day and month “mm dd” is classified and set
to one of a plurality of “face parts”. In the present example, by
way of example, when the total value is “from 2 to 9,” con-
version to “face part EE” is made, when the total value is
“from 10 to 19,” conversion to “face part DD” is made, when
the total value is “from 20t0 29,” conversion to “face part CC”
is made, when the total value is “from 30 to 39,” conversion to
“face part BB” is made, and when the total value is “from 40
to 43,” conversion to “face part AA” is made.

In addition, with the table for converting “user name” in the
user information, the number of characters in the user name is
counted for classification, so that one of the plurality of
“facial expression patterns™ is set. In the present example, by
way of example, when the number of characters is “from 1 to
5,” “facial expression pattern FF” is set, when the number of
characters is “from 6 to 10,” “facial expression pattern GG is
set, and when the number of characters is equal to or greater
than “11”, “facial expression pattern HH” is set.

Through the processing, exchange data for game X can be
generated based on device information transmitted from
another portable game device. Namely, exchange data for a
prescribed application can be generated based on the received
data. Then, event processing based on the generated exchange
data can be performed.

FIG. 20 is a diagram for illustrating a concept of transmis-
sion and reception and subsequent processing of the
exchange data and the device information according to the
present second embodiment.

Referring to FIG. 20, in the present example, a case where
exchange data on an associated application ID corresponding
to the same game program 209 is transmitted and received is
shown.

Here, exchange data for game Y is transmitted and
received, and for example, when portable game devices P and

10

15

20

25

30

35

40

45

50

55

60

65

20

Q pass each other, exchange data for game Y transmitted from
portable game device Q is received by portable game device
P. By way of example, a case where data on a character of
“monster” is transmitted and received as the exchange data is
shown. Then, when game Y is executed, event processing
based on the received exchange data for gameY is performed.
For example, a character of “monster” received as the
exchange data appears.

Device information of portable game devices P and Q is
also transmitted and received to and from each other, and the
device information of portable game device Q transmitted
from portable game device Q is also received by portable
game device P.

Then, when game X different from game Y is executed,
exchange data for game X is generated based on the device
information (user B) transmitted from portable game device
Q. For example, data representing a characteristic of a char-
acter of “person” is set based on the user registration data
(user A) included in the device information. Then, event
processing based on the generated exchange data for game X
is performed. For example, a character of a “person” appears
in accordance with the generated exchange data.

Therefore, as a result of the near field communication for
exchange at the time of passing, even though exchange data
for the same application program is not transmitted or
received, exchange data for the same application program can
be generated based on device information received through
the near field communication for exchange. Then, event pro-
cessing using the generated exchange data can be performed.

Namely, even though a portable game device and another
portable game device do not have data which can be made use
of by the same application program, an opportunity for data
communication (exchange) with another portable game
device is made use of to thereby generate application data
which can be made use of by the portable game device itself
Thus, zest of data communication can be enhanced.

Though a case where user registration data included in the
device information is obtained and data on a character for the
exchange data is sethas been described in the present embodi-
ment, the data is not particularly limited to user registration
data registered through user’s input. Information specific to a
device, such as data registered in advance as a device identi-
fication number, may be used to generate exchange data. In
addition, though a case where tables for converting sex, birth-
day, user name, and the like to sex, face part, and facial
expression pattern, respectively are provided has been
described by way of example in the present example, the table
is not particularly limited to those tables. A part of data
included in the device information should only be made use of
to thereby provide as appropriate a table capable of conver-
sion to exchange data for an application to be generated.

<Other Embodiments>

In the configuration above, a scheme with which exchange
data for the same game is transmitted and received (that is,
exchanged) between portable game device P and portable
game device Q has been described, however, exchange data
does not necessarily have to be exchanged. A scheme with
which portable game device P only receives exchange data
from portable game device Q is also similarly applicable.
Specifically, instead of exchange data, list information of
associated application IDs in a game program stored in por-
table game device P is transmitted from portable game device
P to portable game device Q. Then, a scheme with which
whether or not exchange data having the same associated
application ID included in the list information is present in
transmission data is determined based on the received list
information in portable game device Q, and when the
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exchange data having the same associated application ID is
present, the exchange data is transmitted to portable game
device P can also be adopted.

In addition, though portable game device 1 has been exem-
plified as a representative example of an information process-
ing apparatus in the embodiments described above, the infor-
mation processing apparatus is not limited thereto and it may
be a portable information processing apparatus such as a
portable telephone or a smartphone. Moreover, though a con-
figuration of a portable information processing apparatus
such as a portable game device has mainly be described in the
present example, an information processing apparatus which
is not particularly portable is applicable.

Furthermore, an application executable by a personal com-
puter may be provided as a program according to the present
embodiment. Here, the program according to the present
embodiment may be incorporated as a partial function of
various applications executed on the personal computer.

In addition, in the embodiment above, though a single
information processing apparatus (portable game device)
performs a plurality of processes shown in FIGS. 7 to 9 and
17,18, in another embodiment, the plurality of processes may
be performed by a plurality of information processing appa-
ratuses (for example, a portable game device and a server
device) in a distributed manner. Moreover, the plurality of
processes shown in FIGS. 7t0 9 and 17, 18 may be performed
by one computer (processor 13) or by a plurality of computers
in a distributed manner. Furthermore, the plurality of pro-
cesses may partially or entirely be realized by a dedicated
circuit.

Furthermore, the plurality of processes above in the present
embodiment may also be performed by a plurality of net-
worked devices (including WAN and LLAN) in a distributed
manner, or may also be performed by a network system or a
what is called a cloud network in which a prescribed server
performs main processing and thereafter processing results
are distributed to information processing apparatuses.

With regard to processing for the near field communication
for exchange above, portable game devices present at a short
distance from each other may communicate with each other
with the following method, in addition to communication via
direct connection between portable game devices present at a
short distance from each other. For example, it is assumed that
a portable game device is equipped with the GPS. The por-
table game device transmits to a prescribed server, position
information data obtained by the GPS, time and date infor-
mation data at the time when position information data was
obtained, and data for application. The server uses the posi-
tion information data and the time and date information data
transmitted from a plurality of portable game devices to deter-
mine and extract a portable game device that has come within
aprescribed distance during certain time periods. Namely, the
server uses position information from each portable game
device to determine whether or not portable game devices
have passed each other. Then, data for application may be
transmitted from the server to each portable game device such
that the data for application is exchanged with a portable
game device determined as having passed.

While certain example systems, methods, devices, and
apparatuses have been described herein, it is to be understood
that the appended claims are not to be limited to the systems,
methods, devices, and apparatuses disclosed, but on the con-
trary, are intended to cover various modifications and equiva-
lent arrangements included within the spirit and scope of the
appended claims.
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What is claimed is:

1. A non-transitory storage medium encoded with a com-
puter readable information processing program and execut-
able by a computer of an information processing apparatus,
said information processing program causing the computer of
the information processing apparatus capable of communi-
cating with another information processing apparatus to func-
tion as:

a data reception unit configured to receive application data
which can be made use of by an application program
from said another information processing apparatus;

a data determination unit configured to determine whether
said received application data is data made use of by a
first application program executed by the information
processing apparatus; and

a data conversion unit configured to convert the received
application data or device information included in the
received application data to application data made use of
by said first application program executed by the infor-
mation processing apparatus when said data determina-
tion unit determines that said received application data is
not data made use of by said first application program
executed by the information processing apparatus.

2. The non-transitory storage medium according to claim

1, causing said computer to function as a data transmission
unit configured to transmit application data which can be
made use of by said application program to said another
information processing apparatus.

3. The non-transitory storage medium according to claim
1, wherein said information processing apparatus can selec-
tively execute a plurality of application programs, and

each of said plurality of application programs causes said
computer to function as a data storage control unit con-
figured to cause a memory to store application data
corresponding to the application program.

4. The non-transitory storage medium according to claim

1, wherein

said data conversion unit converts said received application
data to application data made use of by said first appli-
cation program executed by said information processing
apparatus when said data determination unit determines
that said received application data is not data made use
of by the first application program executed by the infor-
mation processing apparatus but data made use of by a
second application program different from said first
application program.

5. The non-transitory storage medium according to claim

4, wherein

said second application program is pre-installed in said
information processing apparatus.

6. The non-transitory storage medium according to claim

1, causing said computer to function as an application pro-
cessing unit configured to execute said first application pro-
gram by using the received application data when the appli-
cation data received by said data reception unit is data made
use of by the first application program executed by the infor-
mation processing apparatus and executing said first applica-
tion program by using the converted application data when it
is not data made use of by the first application program
executed by the information processing apparatus.

7. The non-transitory storage medium according to claim
1, wherein

said received application data is data on a character.

8. The non-transitory storage medium according to claim
7, wherein

said data on a character is data on characteristics of said
character.
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9. The non-transitory storage medium according to claim
1, wherein

said information processing apparatus includes a wireless
communication module, and

said data reception unit communicates by radio with said
another information processing apparatus by using said
wireless communication module.

10. The non-transitory storage medium according to claim

9, wherein

said data reception unit communicates by radio with said
another information processing apparatus by using said
wireless communication module, regardless of whether
said application program is executed.

11. The non-transitory storage medium according to claim

10, wherein

said data reception unit communicates by radio with said
another information processing apparatus present
within a certain distance by using said wireless commu-
nication module, regardless of whether said application
program is executed.

12. An information processing apparatus capable of com-
municating with another information processing apparatus,
comprising:

a data reception unit configured to receive application data
which can be made use of by an application program
from said another information processing apparatus;

a data determination unit configured to determine whether
received said application data is data made use of by a
prescribed application program executed by the infor-
mation processing apparatus; and

a data conversion unit configured to convert the received
application data or device information included in the
received application data to application data made use of
by a first application program executed by the informa-
tion processing apparatus when said data determination
unit determines that said received application data is not
data made use of by said first application program
executed by the information processing apparatus.

13. A method of controlling an information processing

apparatus capable of communicating with another informa-
tion processing apparatus, comprising:
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receiving application data which can be made use of' by an
application program from said another information pro-
cessing apparatus;

determining whether said received application data is data
made use of by a prescribed application program
executed by the information processing apparatus; and

converting the received application data or device informa-
tion included in the received application data to appli-
cation data made use of by said prescribed application
program executed by the information processing appa-
ratus when it is determined that said received application
data is not data made use of by said prescribed applica-
tion program executed by the information processing
apparatus.

14. An information processing system, comprising:
an information processing apparatus; and

another information processing apparatus capable of com-
municating with said information processing apparatus,
wherein

said information processing apparatus includes

a data reception unit configured to receive application
data which can be made use of by an application
program from said another information processing
apparatus,

a data determination unit configured to determine
whether received said application data is data made
use of by a prescribed application program executed
by the information processing apparatus, and

a data conversion unit configured to convert the received
application data or device information included in the
received application data to application data made use
of by a first application program executed by the
information processing apparatus when said data
determination unit determines that said received
application data is not data made use of by said first
application program executed by the information pro-
cessing apparatus.
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